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MIDWAY Willians® 


Produced by 
Mike Vallas 


Additional strategy by 
Howard Grossman 


One of the first things 
you will learn about 

MKT is that learning the 
various methods to do 
combos is the best way 
to survive. There are two. 
methods of combos in 
MK: Juggle Combos and 
Auto Kombos. Both are 
specified below in much 
greater detail, but it is 
HTan}ele)arctaianceyy.qnteyi7 a(e)' (0) 


KINDS OF Cr B03 
TUGSLING*CONEOS 


Juggling Combos are done 
lo)Vaer=tUlsi ale peaalelie) el(=m e)e\ wim ce) 
F-Wareli liao pam are¥e)(=\=s-me) 0) ele) al= 18) a 
After about four cob 
hits, special Sao x 
moves will 

lol=We|[s¥-10) [16 8 


ACO KONGOe 


Kombos are button presses 
leading to quick-hurt combos. 
Some can be followed by a Jump 
Punch/Kick and a special move. 


GENERA THCTICS 


both combo methods work 
together. Thus, true dam- 
age can be unleashed. 


Ce aw Sie 


There are many tactical 
things you can do to 
improve your skills. The 
best tip would have to be 
| (exe le] iareWmeltsytelalercrowr-lare} 
safe zones. An example 
of this is Scorpion’s abili- 
ty to throw a spear. You 
faersxe mom tiare meat=ma(e] a) mello 
tance where it can be 
blocked, 

and coun- 

tered, so 

that you 

can block 

a counter 


attack. Also, Jump-in 
Punches can be linked to 
Fe Taw ANU|COM Cola) elo nme) ars! 
Uiaa} om dies, qxer=lalm eXom ital core] 
icomr-larolialslmanleniiow 
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Know safe distances for 


launching projectiles. 





> “This guide was made off a preproduction version of the game and is subject to change without notice: 


Khameleon is only in 
the N64 version, a crea- 
ture that fades in and 
out and will alternate 
her moves between the 
7 three female ninjas. | *: 
I's unconfirmed, 
but there are rumors 
es ; of old versions of 
Khameleon is hidden |", <.;~:.] characters from MK1 This early PS shot shows 
___ inthe N64 MKT. ig : and 2 being playable. | Kintaro and Goro playable. 


heal ~— AOFARO ig SHHO KHAN | @*\ _ KHAMELEON 





“Search for me in the “Punches?” “Start on the bridge 
WESCETTe he “| cannot be defeated.” of stars.” 

“Before one fights is “1 am at your control.” ‘| will be hard to see.” 

the time.” “Search for me on “My name is Khameleon.” 
“Bring on Kintaro {Goro}!” — the rooftop.” “Wait for Toasty.” 


NEV HOVES FOR THE OLD BOVS 


It seems that nearly all the old characters = |x» 
have at least one new ability. The following} — 
are some we've discovered recently. 

Just in: Tap F,F before doing Liu Kang’s 
Bicycle Kick for a faster shadow version. 


SCORPION STRYKER 


A Forward Stryker can 
Teleport Punch! fe) ona) 
It's a great con- grenades 
{fuser coupled with separately or 
his Backward itolet=\ialoig 

Teleport Punch. fol=Yo>arelialemey al 
Quarter Circle Down Also nasty for NYjal(eigim ole} aceya) Half Circle Front to 
to Forward with Hp. sTelaayeniare}s is pressed. back with Hp or Lp. 


7 SERTOR KHNO 
WINS!00 3 eh WINS: O02 
Sp i (ARO 2 
‘ As if he needs Now this is a 
more! A new goofy move. 
ability to fire A Kano Ball 
two straight that ricochets | = 
missiles does a off every wall | 
inVeraalimexe)an) ere) randomly! It’s -————— - 
1=F-Yo} @ =f-(e1 Om el ALK worth 25 per- very unpre- Forward, Down, 
and press Lp. (orale l-laarelelc dictable. Forward with Lk. 


WINS: OF WIMS:00 WINS:OT 
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HUTS ROMEOS” “COMBO TUGGLING 


This character was made for combo juggling. Rain’s 
Roundhouse is an excellent and most ove 
combo starter that can link toa 
Ball or Lightning—of which can be 
linked to another Roundhouse. 
Also, follow a Lightning with a Ball 
if the opponent is too far away. 





He doesn’t possess a Pop-up 
Kombo, but his Kick Combo 
ends in his Roundhouse, 
which can be linked to two 
punches or an Uppercut! 


acters far-away..Best to play offensive= 
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Use his Kick Combo 
for big time damage! 







Rain’s Beene moves 
are very easy to link into 
combos. The Ball does 
more damage than the 
Lightning, so use that or a Roundhouse within most 
combos for the maximum amount of damage. 





Rain is a great character 

for beginners to get the 
feel for combo creation. Be wary that 
both his Ball and Lightning will leave 
him open, so-use them mostly on char 






ly and learn to time the Roundhouse! 





















































Noob’s Auto Kombo is a great starter for most jugglers. 
The best ender for such is a T.Slam, which c 





followed bya punch ‘ogee 
a Disabler. Not too damaging, but. 
EWeloloye it slace)mi calm B)ir-10) (<1 





Noob has a nice four-hit Pop- _ 
up Kombo that can be linked 
directly with a T.Slam. His kick | 
is easy to pull off, so use this 







His Kick Kombo is 
easy to pull off. 


IN Yee) ohk= is) at=Xe(e)"\'am Mal cevVan ts} 
(ofexole Mi olar-Wel=\e1a\- melee 
and the computer falls for 
it a lot after the T.Slam. 
The T.Slam can nab anyone jumping, doing a move 
in the air, etc. and can only be avoided by ducking. 


ep “ 
iil aliswert= ss) (om ale (o(=\amite)a)ccvaa(elsjarsye) agi) 


moves but gained a lot more! Of his new 
moves, the T.Slam excels, being able to 
haul anyone out of any move besides > 
ducking. Also; a great juggle starter to 

do.is his Shadow Throw. Use this on ’ 
close-opponents. 
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Try dealing with most of Johnny’s classic MK2 com- 
bos, like his ever-popular Jump Kick/Shadow Kick. 
Even better is to use this old method as a combo 
ey ender after a Pop-up Kombo. Or, you could end a 


alle 








f= ~=Pop-up with two punches and a fireball/Shadow Kick 
€> tespectively. But after that, you may be in for a loss 
© with this character! 
(C9) __WINS:00 
SCORPION] 
= Rilo) al al anvare(elevswa are Wem erere)| 
e kombos—but none with : os 
B finesse. Once again, use his | gust blast away with 
cm Pop-up to start many fun Air | his Pop-up Kombo. 
SS Juggle combos. 
cr 







Rlolalalanatsmer-(el.q ele jarel (elaine 
bring his famed Splits 
cab arevam item aliaayarsytl| Pa alisy 
fireballs are good enders 
as well as his Shadow Kick. His new Red Shadow 
Kick will stretch the entire size of the screen. 


NAY CHU! 


ac subject of Hollywood stardom is back 
F-Voi s(o) ape @r=(el- mer lam aren are (e-Witcledi-r-(eall are) 
Red Shadow Kick, and he has also sped 
up a bit from his previous visit. His Upward 
Shadow Elbow is now much looser to get 
off, making it more of a useful move to 
time with jumping attackers. 



























a: 38 mae Rayden’s classic Jump Kick-H.Dive still works. If you 
ee Ee PTT 2 start with a kombo, try to end it with the above two-hit 
* Ry juggle for 43 percent damage. 
ta may not be much, but it does hit. 
° more than his full Kombo. Lastly, the 
g . knockback on the Reverse Lightning 
5p A doesn’t work in air juggles. 


Or Ost. 


Tbk 


DNI 


Rayden can link four upper- 
cuts to do a Pop-up, or end 
the fourth blow with an H.Dive 
by hitting Hp. Unless it’s 
Motaro, go with the previous. 


4% 
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PW Clinlelemer-lam cal} 
with an Adto H.Dive. 
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a ell his moves 
are here. His H.Dive 
is still linkable to 
Jump Kicks and can 
be done in the air. His new Reverse Lightning is 
great for those who time jumps with fireballs! 


B HVDEN 


The return of the super deity} 
is heralded with a new 
Reverse Lightning move! Be | 
careful, this move knocks | 
most opponents toward you, 
so.try to.use this move as 
defensively as possible. 
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|'a Jump Punch; but if you are doing that, you might as 
_ well use one of his kombos instead. 





OMI HCO ICaLIN 


_ No Pop-ups for Shiny 

' Smiles. However, his kom- 

| bos are a snap to pull off. 

' Combined with his air superi- 














Baraka only has a few combos. Most of his start N7iea) 
Reverse Jump Kicks. The ones to end with here are 
dalisps)aicoxe(e{-1ay-\ut-(e1,@10) au alcmm Ke) omsyo)|alal=lall mn (ole mer ia) nab 
someone in the corner. Another good way to activate 
a quick two-hitter with the Shredder is coming in with 





Dive in with his 


oF punches He works! Quick Slash Kombo. 





Baraka still has his Spark 
FVale me) alc=xe(e(-1an tate lmrer= tal ol=) 
linked into Jump Kicks. 
But now his Top Spinner 
returns from the first MK2 Rev, and it is BRUTAL! 
Use mostly on jump attackers in place of the Shred. 


(2ERERH | 


are back. Now he 

gains a lot of power with his 
Top Spinner—doing nearly 30 
percent damage if fully hit! This 
gives Baraka more ground 
defense than his Shredder! 


FUG h EL 


Shao Kahn still 
is extremely 
powerful. The best time to 
nail him is when he is rising 
up into the air with his 
Rising Attack. Also, look for 
a new pattern to easily Les eee 
defeat him utilizing his _ Uppercut Shao Kahn out 
of any Rising Attack. 


NLR see dene DLLs 
still retains his ; 
simple patterns. Do Air 
Punches or an Uppercut to 
knock him out of the air, then fi 
run in and Auto Kombo his f- | . : : wera) First knock 
hyde! Repeating this pattern LL" oes oi \ 21 him out of 
while playing keep-away will When he’s on the ground, |. oo" the air. 
ensure a swift victory. _ nail him with a kombo! = 


THE’ TREASURES OF SHAO" KAHAN 


Now MKT has two complete treasures 
wirness THE aaRaarisy | to Choose from. Only some will be selec- WITNESS THE KIND 


WITHIN ALUWARRIONS. i Z SPIRIT WITHIN ALL WARRIORS. 
% table depending on a skill level chosen 


Brareury penonsTaaTIC’ © 1 on the “Choose Your Destiny.” The only 
a als gift is the grand prize... 


FRIENDSHIP DEMONSTRATION ce 


CNGISE YOUR DESTINY 


SWOD}INO 
soon omen 
| oweg Ajjeye | 
jBl4 aIsselD ZN | 
soueinpuy ebey| 


Your skill: tevel-will dictate” 
what treasures you choose. 


owaq diyspuen4 jh Sf | 
Jeqwiog elu afey ‘ 





é are from the Né# version: 
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SUPER NINTENDO. 


ENTERTAINMENT SYSTEM 


Nilliams® 


MIDWAY 


Say 


COMGOG ARE THE KEY 


Just like in MKT, this 
game is mostly about 
combos. There are big 
Juggles that can be done 
loVAA lal tlare Mexsya celia les) elseit- 
moves with Jump 
Attacks. There are also 


Link Auto Kombos into Air 
Juggles for big results. 


Auto Kombos, which are 
STan}e)i=m olencolaintclersmiareii 
can link into a massive 
hitting attack. Be wary, 
some Juggles may 
TanYceyNAemmanrelanval lee) (=xeqtl (23s 
and special moves, but it 
doesn’t necessarily mean 
that it does more damage 
than one mere Auto 
Kombo. Test to find out. 


RATTLE THE COMPUTER 


The computer is really a 
iol (ela e)icolm ia tsmanlesii\a 
defensive and will per- 
fectly kick you out of any 
attack you can muster. 
There is a fun trick to 
easily defeat the comput- 
er known as “The Dance.” 


| C=X<) om t= 10) 8) ale Mcelaclaom-lare| 
back. The computer 
aTolU|(eMaaliaalcemelal iments) 
timer is zero! 


Endurance rounds are always a pain. Try to be all-out 
aggressive on the first opponent, whose intellect is 
about half. Then play REAL defensively against the 





reTore)aleimo)e) elelal~yai 
perhaps even using 
“The Dance” method 
mentioned above. 
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The ULTIMATE 
Fighting Game! 
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CRMAC 


oyna) ofom al Comal 
Telekenetic 

Slam followed 

by a Jump Kick and 
BI-\(-)ololam eUlarcamcomanlhalls 
up with big-time combos! 


GCOAPLON 


Stay a safe dis- 
tance away 
NViatevaMelsiiave lm tals) 
spear. Use the 
T.Punch on 
unwary players. 


JADE 


Play keep-away with her 
TaalUie(eliq=xeit(oyaralt 
boomerangs. Also, use 
lat=la@nell(ele) 
Me ararsitel 

maarelaNg 

combos. 


GTM OLE 


A Jump Kick 

—4 can be led into 
@ a Quick Arrow 
Attack. Also, 

learn his pro- 
jectile reflect distances 
for effective use. 


Sonya can now 

sxe) 0x0) Om Coan ore) 

her enemies. 

Use with her Leg Grab and 
Square Punch for an over 
50 percent damage combo! 


CLAGHIE GUi-ZERO 


Link his Reverse Jump Kicks with a 
Ground Ice to set up someone for a 
kombo. Also, If you freeze a jumping 


yiVcmrel | arclit=(elcommr-lale| 
do her Jump Kick 
(CTcol0] arom mie)|| 

(@foynn) oloncels 

close 

encounters. [ 


KITANA 


Air defense 

is her strong 
point. Use the 
Fan Wave and 
Air Fans as 
(elcct-umere)an) oles 


REPTILE 


Uemaaloitiereli (sme lave were] 
Spits. It's a good way 

. to keep 
enemies 

away 


KABAL 


His once great combo 
Tate) meyal Wake (el=somm are Ui tale) 
damage. Still, itis very }, 
easy to couple his 
exo) om om Coan elom Ulta mali 
Spin Dash. It is his 

most useful asset. 


LI KANG 


[Un .€= Tae er= Lalu ave\Val axe) ona] ) 
anyone, but his larger kom- 
bos still do more 

damage than 

any Air Juggle 

performed. 





can freeze someone in the air, punch, re- 
freeze and deliver an uppercut for over 40 


percent damage. Yet, unlike his predecessor, his kombos 
can deliver several more hits, providing much more damage. 


Stay back and use his 
nets and bombs. If they 
get close, use your 
Teleport to 

get away. 

Continue 

the barrage. 
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Kano’s 

| Vertical Ball is 
now effective 
evereValiarcts 

=| attackers, but 
it is still wise 
to use his 
Knife Slash 

io} ante)a=) 
frontal pro- 
tection. 


to lob a grenade 
icolmr- ts @re)an) ele) 


vil Juggle finish you 
os won't regret! 


HHANG TouNG 


His best method is still 


HINDEL 


You can play 
a real nasty 
game of 


keep-away with her Air 
Fireballs linked with her 


lerclatale[Ulcl come Uare| 
missiles will 
leave them only 
vom [lan] opmsxemmer=1e18) 
them with a 
Backbreaker! 


His Teleport Punch now 
homes in on leaping 
prey; use this fact (oy a) 
those who eee 
just love to 

fofomulUlaaye) 

Kicks. 


His 

Teleport 

(era sare) 

with a 

punch, so = 
NZol0 mer lalm(cr-Cem are lalaniaice) 


rsYoyal(omeyel(cy- 100 


ELKTOR 


lal ISWANUICOM .Co)an] ele) @)U (ela) am: 


Like Sektor, 
Smoke’s 





SREY a eg SEE Oe 2 Ppa 





a 
4 


ee: 


> 


Bass ree 
: ie 


be 


SARS ee ES io. et 





Se 


role Wan ele le ](om (elm onvmniialale} 
three 

fireballs 

at the 

enemy. 


Teleport Punch 3 

~ will track jump- | | > 

ing foes. Therefore, use 
the Sektor’s same tactics. 
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Classic Sub-Zero in the N64 will gontain 





The moves were compiled: from a preproduction 
version, and are subject to change without notice 





all moves. from both Sub-Zeros. 
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